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HirnerHomeEntexta 


THE THRILLING CD-ROM GAME THAT’S 
A CONTINUATION OF THE MOVIE! 


First do your homework, 
then battle a dragon or two! 

With The Pagemaster CD-ROM game, the adventure continues 
where the smash hit film leaves off! This dazzling, state-of-the-art 
game lets your bids use their imaginations to create a new, 
astounding, and totally awesome experience every time they play! 

The Pagemaster CD-ROM game- Continue the Adventure! 
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Eight award-winning interactive learning programs 
designed for children, teens and adults. 


Available for: IBM & MS-DOS Compatibles • IBM PS2 & Compatibles • Macintosh • Apple II gs • Apple II • Tandy® 



For information about Compu-Teach software, call toll-free: 1 -800-44-TEACH • (203) 777-7738 


EDUCATIONAL SOFTWARE™ 


YEAR 2010: 

Will You Be The First Human To Reach Mars? 


WARNING - - - WARNING- 

RADIATION ALERT! 
INCOMING GALACTIC 
COSMIC RAYS. 

EARTH :. SOLAR MONITOR 
DETECTS RADIOACTIVE 
ACTIVITY. YOUR MISSION 
IS IN DANGER- 

CREbJ : WE’VE ONLY GOT 
"XMlNUTES TO REACT! 


WHAT WILL YOU DO? 


Available for: 

"IBM "Macintosh 'Apple "Apple tigs 

$5995 




Will You be the First Human 


As a Space Agency Commander in • 
the race to Mars, you are in 
charge. Consult the ship's database, 
make the correct decisions and 
claim the Red Planet. Make the 
wrong move and your mission 
' is scrubbed! 

While honing your critical thinking 
skills, Destination: MARS! helps 
you learn all the scientific facts you 
need to know for success. From 
low orbit research to surface explo¬ 
ration, Destination: Mars! will 
challenge you with authentic emer¬ 
gencies, experiments and adventures. 

‘All Data Provided by NASA' 


?ompu 

.Teach For more information and the store nearest you call toll free 1 



) 44-TEACH (203) 777-7738 
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Next week we might be creating spectacular pictures 
using special effects, or crossing a raging river while facing 
the dangers of the Old West, or putting the finishing touches 
on a music video! Whatever it is—it’s going to be a 
And it all happens in Computer Explorers —classes for boys 
and girls offered by COMPUTERTOTS. 

o find out where Computer Explorers classes are offered 
m your community, have your parents check the 
local listings under 
COMPUTERTOTS or call 
us at 1-800-531-5053. 


Computer fun...for little ones 
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Scribbles 


A few months ago we wrote about virtual reality, 
where a computer simulates the sights, sounds 
and ‘feel" of being somewhere else. And we asked you 
where you would go on a "virtual vacation" if you could choose 
anywhere at all. We got a ton of letters (well ... almost) from the 
Laurelwood School of San Jose, California, because the computer 
teacher, Ronne Senick, asked her students to write to us. Thanks, 
kids, and thanks, teacher! Here are just a few of the responses we 
got from those PC Kids: 


For my Virtual Reality vacation I would go to a place 
where there is no crime, guns, murders, pollution, killers 
and other terrible things. In this place wild animals would 
come to me and not harm me, crime would be no more, nor 
would mourning or tears. 

Jamie 


I would go to Munchkin Land. They have no school, but 
they get taught to ride horses and do gymnastics. I have 
three horses. My gym teacher's name is BoBo. He is a two- 
foot tall Munchkin with red eyes and blue hair. I live in an 
eight-story house with my two brothers, two sisters, my 
mom and dad. We have 27 barns full of horses, chickens, 
goats and lots of other animals. 

April 

If I were to take a virtual reality vacation, I would go to 
the Kentucky Derby. I imagine there would be a sweet 
smell of the spring grass. There would be a rush of people. 
The sound of hoofbeats, while the horses exercise, would 
fill the warm air. 


1 would go to Alaska on a kayak trip with my uncle Alex 



since he is my best uncle. The air will be pure. We 

will go to a special forest and cut down trees 

to make a log cabin. Then we will walk 

to a lake and go fishing for fresh- 

water salmon. We will get in 

kayak and start our great ad- 

venture. Now we're racing 

down dodging 

rocks! Il'ssearv. I can't lake jflj 

this anymore. Ahhhh! 1 jV 

beltertakeolI the helmet! , 

(sigh) C .ood, I'm just .it j 

home playing with jj 


I would go to a jungle 
in Africa. I have already 
seen a lion, tons of tigers, bob¬ 
cats, monkeys and a couple of 
giraffes. We're staying in a grass hut. 

I hear lots of jungle animals during the night. During the 
day we go exploring. Yesterday I saw a herd of elephants 
run past me. I thought that I was going to get run over! I 
survived it! They were running away from a mouse! 

Kimmy 


I would go to a cartoon land. The best part is that I can 
fall off a big cliff and never get hurt. I can also meet all my 


favorite characters and play with them, eat with them and 


go to Snappy the Squirrel's house. Well, that's all folks. 
"Keyuk, keyuk." (Oh wow, I think I'm really getting into 
this cartoon thing!) 


Kristen 


Grace 






I think that a fun virtual-reality vacation to take would 
be to the Pioneer times and travel in wagon trains, like in 
a book we read in fourth grade called Patti/ Reed's Doll. The 
trip would take about six months and then we would get 
to California. On the trail, we would encounter rattle¬ 
snakes, bears and moose. I know that there is already a 
game called The Oregon Trail, but I think that it 
would be fun to "touch" the animals and 
"feel" what it would be like to live on a 
wagon train in the early 1800s. Don't 


_ 1 would go to a personal 

island and have anything 

want. On the side 
the 

r«k‘ ^Hj would be the biggest 

yflEPP ^Sfk JLjL.. amusement park in the 

world. In this amuse- 
• ment park there would 

be many different roller 
coasters that would make 

any mortal throw up, but 
not me because I am cool. On 
the east side there would be a huge 
stadium where there is a hockey team, 
a baseball team, a football team and a 
basketball team. I would a 1 ways be able to get the best seats 
for the games. The teams would always win, and I would 
get to celebrate with them. On the north side there would 
be a place where you can ask questions that have been 
mysteries forever (e.g., How did the dinosaurs die out?). 

Kevin 


If I owned a virtual-reality system, 1 would be a pilot 
during the Civil War. I would be able to rescue Abe Lincoln 
by making sure that John Wilkes Booth was on another 
planet for life. 

Nick 


k 

I would go to the NBA Championship where the two 
best basketball teams take on each other. I'd like to be the 
best basketball player there. The two teams that'll play 
against each other are the Bulls and the Magic. I'll play on 
the Magic team. 

Hoa 


If I could, I would go to Africa to see how Africa did on 
the first election in which its own people got to vote. Then 
I might get to meet Nelson Mandela. Then Mr. Mandela 
might introduce me to the Olympic team of 1996. 

Jimmy 

I would spend a day in the life of a fish. I would get a 
huge air tank and a wet suit, and go down into the ocean. 
I would look at coral reefs and beautiful plankton, talk 
with the dolphins, look at the sea turtles plus the schools of 
fish (now there's a school I would enjoy being in!) and I 
would do my favorite part of the trip: swim with the 
whales. Oh, how I wish this fantasy were more than just a 
fantasy! 

Jamie 

I would go to Mars where you can fly and you can eat 
whatever you want to eat. There would be school, but the 
kids would be the teachers and the adults would be the 
students. 

Roxana 


If 1 had a virtual-reality machine, I would go into 
hyperspace. I would explore the galaxy in my laser-pow¬ 
ered photon torpedo-shooting space cruiser, which would 
be capable of ultra lighfspeed. I would go beyond Pluto 
and see if there were any planets beyond our known solar 
system. If I did find another planet, the first thing I would 
do is see if the atmosphere was breathable. Then I would 
look for any sign of life or even bacteria. 

Kevin 








m — ere's a blast from your past! Think back a few months. 

Think back to Halloween night — a night of ghosts, 
▼ W goblins and superstitions. (It might help to imagine 
a coyote howling right about now. Think Tootsie Rolls! 
Think Hershey bars! Think Pixie Stix!) You've probably 
heard what happens when you cross the path of a black cat, 
right? But what happens when two black cats cross paths 
with each other? Super serious stuff! 

We found a computer program that has two "cats," but 
they'll never cross paths. Why? Because one of them is a 
copycat, of course! To get started, type the program listing 
and save it to disk (see Page 32 for help). When you run 
COPYCAT, you see a single dot in the middle of the screen; 
this is the friendly cat, which you control. To move him, 
first make sure the Num Lock light on your keyboard is on. 
Next press a number key on the keypad at the right of your 
keyboard. (If the Num Lock light is not on or the cat doesn't 
move, press the Num Lock key on your keyboard one 


time.) The directions for each number are shown in the 
figure at right. 

As you move the cat around the right side of the screen, 
he leaves a trail. And the copycat copies the trail on the left 
side of the screen. But the copycat's trail is reversed — this 
is why they'll never cross paths. 

Hmmm . . . we wonder if running this program could 
give you luck. Do you think it would help you keep from 
crossing the path of a black cat... but then you might have 
to walk backwards! 
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/ 


8 9 


4 5 6 
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COPYCAT 

10 WIDTH 40: KEY OFF: SCREEN 1: CLS B 

20 X=160: Y=100: H=160: V=100 B 

30 PSET (X , Y): GOTO 110 B 

40 P $=IN KEY $: IF P$=”” THEN 40 B 

50 IF P$=”Q” OR P$=”q” THEN GOTO 210 B 

60 P=VAL(P$) B 

70 IF X=160 AND P-1 OR X=160 AND P=7 OR 
X=160 AND P=4 THEN H=160: GOTO 200 B 
80 IF X=319 AND P=9 OR X=319 AND P=3 OR 
X=319 AND P=6 THEN H=1: GOTO 200 B 
90 IF Y=0 AND P=7 OR Y=0 AND P=9 OR Y=0 
AND P=8 THEN V=Y: GOTO 200 B 
100 IF Y=199 AND P-1 OR Y=199 AND P=3 OR 
Y=199 AND P=2 THEN V=Y: GOTO 200 B 
110 IF P=8 THEN Y-Y-l: V=Y B 


120 IF P=2 THEN Y=Y+1: V-Y B 
130 IF P=4 THEN X-X-l: H=H+1 B 
140 IF P=6 THEN X=X+1: H-H-l B 


150 

B 

IF 

P-1 

THEN 

X-X-l: 

Y=Y+1: 

H-H+l: 

V=Y 

160 

ll E "*ar| 

IF 

P=7 

THEN 

X-X-l: 

>— 

ii 

>- 

H-H+l: 

V-Y 

170 

EE) 

IF 

P=9 

THEN 

+ 

X 

II 

X 

Y-Y-l: 

H-H-l: 

V-Y 

180 

IF 

P=3 

THEN 

X 

X 

+ 

Y=Y+1: 

H-H-l: 

V-Y 


190 PSET(X,Y): PSET(H,V) B 
200 GOTO 40 B 

210 SCREEN 0: COLOR 7,1: CLS B 



Fun Animal 
Mouse Pads A 
for Kids! ^ 





These colorful fabric surface pads are a delight for 
young computer users, and make perfect stocking 
staffers for the holidays. $11.95 each (2 for $20). 

Please add $4.00 shipping and CA residents 7% 
sales tax. Just $2.00 more for UPS 2-day shipping 
ensures prompt delivery for last minute gifts. We 
accept Visa, MasterCard, and American Express. 

We also make Happy Face! Machine Washable 
Computer Dust Covers and other fun computer 
accessories for home or office. To order call 

800-521-8484 

ComputerRaa 

9520 Padget St., Suite 102 
San Diego, CA 92126 
619-271-9090 • Fax 619-271-9291 





















When a new year rolls around, people often make resolutions to do things better than they 
have in the past. They might say things like, "This year I will do a better job of recycling 
aluminum cans than I did last year." Or, "This year I solemnly swear to eat more liver and 
spinach." Do you have any New Year's resolutions now that 1995 has begun? Have you 
decided to give more attention to your schoolwork? Aha! I thought so! Everybody could use 
a little extra help to get organized, and Windows has just the program to help you remember 
when test days are, and when your homework is due. It can even help you remember your 
friends' birthdays. Let's investigate! 


The Windows program I'm talking about works like a 
calendar and is called, by amazing coincidence, "Calen¬ 
dar." To get started, move the mouse so the arrow on 
the screen is pointing to the icon that looks like this 



Calendar 


and double-click — which means to click twice really 
fast. (If you have problems starting the Calendar 
program, ask Mom or Dad for help. The Calendar icon 
might be hiding inside the icon called Accessories.) 

When Calendar pops up , it looks like this: 



Calendar, when it first loads, appears in its "Day" 
view — which shows one whole day, hour by hour. You 
can also see all the days in the month at a time (like on a 
regular calendar) by going to the "Month" view. To see 
the full month, click on the View menu option and then 
click on "Month." Can you find today? Windows makes 
it easy by putting brackets around whatever today is. 



While you're in the Month view, look for the little 
arrows next to where the day and date are spelled out. 
Find 'em? If you click the arrow pointing right, you'll 
get next month's calendar. If you click the arrow point¬ 
ing left, you'll get last month's calendar. The left arrow 
can take you back as far as January 1980! The right 
arrow lets you jump into the future — all the way to 
December 2099! 

Whoa! Planning that far ahead makes my head ache. 
Let's take it a day at a time — by going back to the Day 
view and entering some appointments. I'll bet you've 
already figured out how to get there. Yep, click on the 
View menu option, then "Day." 

OK, now we're back in the Day view. You'll notice 
the calendar is fairly empty — that's because we haven't 
entered any appointments or reminders yet! So let's 
enter some. Using your mouse, click on the "1:00" time. 
When the blinking cursor appears at the right, type this: 
"Science fair project is due! Aaaaaagh!" Looks good, eh? 
Let's type another reminder. Click on "9:00" and type 
this: "Pre-algebra test." Now click on "3:00" and type 
this: "Dental checkup. Mom's picking me up." (Oh, no!) 

There's an area at the bottom of the Calendar win¬ 
dow, called the Scratch Pad, where you can type notes 
for things that don't have to be done on a certain hour. 
To try it out, click in the Scratch Pad and type this: 
"Gina's birthday. I promised to shovel Mr. Warner's 
driveway after school for $5.1 must finish reading 
Huckleberry Finn if I haven't already. Quiz is tomor- 




















Month “Decelerator”: takes 
you to the previous month 


Current Time - 


You can double¬ 
click on any of 
the month’s 
days to call up 
the Day view for 
that day. 
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Month “Accelerator”: takes you to 
the next month 
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Gina's birthday. 1 promised to shovel Mr. Warner's 
driveway after school for $5. Must finish reading 

Huckleberry Finn if 1 haven't already. Quiz is tomorrow! __ 


, !-i 

Current Date (Secret tip: you can double- I 
click on the current date to quickly switch | 
back and forth among views.) 

Day “Accelerator” -1 i 

i' 

Day “Decelerator” 

Scratch Pad: 
a place to put 
general notes. 


- 11 _ 



Calendar’s Month View 


Calendar s Day View 


row!" See how helpful Calendar can be? Now you have 
no excuse for forgetting stuff! 

Hey, did you notice those little left and right arrows 
are in the Day view too? If you click on them, they'll 
move you one day at a time to the past or the future. 
Let's click on the arrow pointing right to go to tomor¬ 
row. Wow! There's a whole new day you can use to 
enter reminders! 

Why don't you experiment now, typing in your 
reminders — when your homework assignments are 
due, and when you have to take those dreaded tests! If a 
test is even a month away, that's OK! Just keep clicking 
until you come to the important day. Easy, huh? 

Now comes the most essential part — saving your 
calendar information! You certainly don't want to lose 
anything. So click on the File menu option, then Save. 
The first time you save a calendar, it'll ask you to give it 
a name. In the File Name box, where it says *.CAL, type 
your name, up to eight letters long, and then .CAL 
("dot" C-A-L). If your name were Billy, your filename 
would look like this: BILLY.CAL. Finally, click on the 
OK button, and your calendar is saved! 

Want to prove it to yourself? OK, exit Calendar by 
clicking on the File menu option, then Exit. Now come 
back into Calendar by double-clicking the Calendar 
icon. Hey! Where's your calendar? It says "Untitled" at 
the top! No sweat. Just click on File, then Open. You'll 
see your calendar file in the box under File Name: just 
click on your name and the OK button to bring back 
your calendar with all your reminders! Now whenever 
you make changes to your calendar, you can just click 
File, Save. It'll remember the filename. 

Now for the really neat part — printouts! You can 
print your reminders and Scratch Pad notes by clicking 


on File, Print. A dialog box pops up asking you which 
dates to use (you probably don't want to print a year's 
worth at a time!). If you wanted to print everything from 
January 1 to February 1, you'd type 01/01/95 in the 
From box and 02/01/95 in the To box. Piece of cake. 

You know, it might be a good idea to hang those print¬ 
outs on the fridge. 

Windows' Calendar can keep you on top of your 
homework like a pro — but it's up to you to remind 
yourself to enter reminders and make those New Year's 
resolutions come true! 


Other Things to Do 

V The whole family can share Calendar — each person 
having his or her own .CAL file! So you can help Mom 
and Dad get organized too! 

•/ Save your calendars — don't get rid of them! Later 
you might want to remember exactly what you did in 
the last few weeks (or the last few years)! 

You can create an icon for your own calendar. While 
in the Program Manager screen, just "clone" the Calen¬ 
dar icon by holding down the CTRL key while dragging 
the icon to a new location. The clone is your new icon! 
Click on it, then customize it by clicking on the File 
menu option, then Properties. Type "My Calendar" in 
the Description area of the dialog box that pops up, type 
the name of your calendar file in the Command Line 
area (e.g., BILLY.CAL), and then click OK. Now, when 
you double-click your icon, you jump immediately into 
your own calendar! 














































ft Picture Is Ulorth o Thousand (or so) Pixels 


All the pictures and words you see on a computer screen 
are really made up of lots of tiny colored dots, called pixels. 
(The term pixel comes from the two words picture ele¬ 
ments.) These pixels appear to blend together, fooling the 
eye into thinking it's seeing a smooth picture. But if the 
dots are too big, they don't blend as well, and the picture 
looks jagged. So it makes sense — use smaller pixels, and 
use lots of them! To tell how many pixels a computer 
picture has, we use the term resolution. For example, if a 
computer picture is 320 pixels wide and 200 pixels tall, its 
resolution is 320 by 200. (If you multiply 320 with 200, 
you'll get 64,000; this is the total number of dots used by 
the picture — Whew!) 

Different computer monitors produce different 
sizes of pixels, some larger and some smaller. A CGA 
monitor can show pictures with a resolution of 320 by 
200 in four different colors. Here are the resolutions 
for some other common types of monitors: 

EGA 640 by 350 

VGA 640 by 480 

SVGA 800 by 600 


ottcsMapW 


WOW! With a resolution of 800 by 600 pixels, an SVGA 
picture has almost half a million pixels (OK, 480,000 to be 
exact). Just imagine if a pixel were the size of an orange — 
with SVGA, you'd have enough oranges to completely fill 
every room in an average house! Now 
that's a lot of orange juice! 



If there is something you want to know about 
computers, write to PC Kids, P.O. Box 385, 
Prospect, Kentucky 40059. 











sharehead — n. (sher-hed). a PC Kid who uses shareware to the max. 


Shareware is a special 

kind of software (com¬ 
puter program) that you 
can try before you buy 


If you try a shareware program 

and you don't like it (and don't use 
it), you don't have to pay the 
author for it. 


But if you do 

like it and do use 
it, then you 
must pay the 
author. 






o 


" ne neat thing about shareware pro¬ 
grams is that they usually cost less than soft¬ 
ware you might buy at a computer store. And if 
you don't like them at all, the only thing you 
pay for is having them sent to you. Another neat 
thing is that you can "share" these programs 
with your friends. This is illegal with regular 
software you buy at a store or through the mail. 
But this is what makes shareware so good. Of 
course, if your friends like the programs and use 
them, they must pay for them too. 


A o register a shareware program, check 
the program's directory on the disk (ask 
Mom or Dad for help) for a text file that tells 
you how to register. Sometimes this informa¬ 
tion is in the program itself. Then send the 
required registration fee to the address you 
see there. That's all there is to it! 



CGA Games #1 EGA Games #1 


Arctic Adventure 

Columns 

Hangman 

Hi-Q 

Star3D 

Word Hunt 2.0 


Aldo’s Adventure 
Commander Keen Part 1 
Mahjongg 3.4 
* EGA graphics required 
** Available only on 3V2-inch disk 


w 


hen you order a shareware disk from PC Kids, the 
money you send covers the cost of making the disk and 
sending it to you. After you r ve tried the programs on the 
disk for a couple of weffi and decided to keep some (or 
maybe all), you must register the programs you like with the 
people who wrote them. 



r _ 


Windows Games #1 

Attaxx 

Box World 

Lander 

Pipe Dream 

Windows Yacht 

* Requires Microsoft Windows 


CGA Games #1 

copies x $5 each = 

$ 

EGA Games #1 

copies x $5 each = 

$ 

Windows Games #1 

copies x $5 each = 

$ 

DISK SIZE 

(circle one) 

3V 2 5V 4 

Subtotal 

$ 

KY residents add 6% sales tax 
Canadians add 7% GST 

$ 

TOTAL 

$ 


’“I 




Send to - 
Address - 
City- 


State 


_ ZIP_ 

□ Payment enclosed (do not send cash), or charge to 

□ Visa □ MC □ AE 

Card #_ 


Signature _ 


_ Exp. 

. Phone _ 



For faster service on credit-card orders, call 1-800-847-0309. 
j^Other inquiries call 1-502-228-2200. 


Mail To: PC Kids Shareware 
P.O. Box 385 
Prospect, KY 40059 
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WORD 

JHuBEl 


VERRI 

DRASH 

CLIPKE 


FEASTY 
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r 



1 1 

□D 
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1 1 
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What happens when you put a floppy on 
wheels? 

The disk_. 


Answers appear on Page 34 
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You know what a word processor is, 
right? Sure! It's a computer program you 
can use to write letters, school reports — 
even books! We came up with a lot of words 
that go with word processing, and we hid 
them here. Can you find them? 


BLOCK 

BOLD 

CONVERT 

DOCUMENT 

FILE 

FONT 

FOOTERS 


FORMAT 

HEADERS 

INDENT 

INDEX 

ITALICS 

LETTER 

MACRO 


MENU 

MERGE 

PREVIEW 

RULER 

SEARCH 

STYLE 

TAB 


TEMPLATE 

TYPEFACE 

TYPESTYLE 

UNDERLINE 

WINDOW 

WRITE 

WYSIWYG 


























R ichard Tyler is "the world's safest kid/' a boy 
who never takes chances. He is afraid of every¬ 
thing and quotes accident statistics like a walk¬ 
ing disaster encyclopedia. Have you met Richard? If 
you haven't yet, you will soon, or you'll hear about 
him. He's the main character in the new movie The 
Pagemaster, starring Macauley Culkin. He's also the 
main character of a CD-ROM game you can play 
on your home computer! 

In the movie, Richard takes shelter in a li¬ 
brary during a freak storm. But the library is not 
so ordinary! Literary characters come to life 
and pull Richard into their mystical world, 



where he meets the Pagemaster — a being who sends 
him off on a series of magical adventures! During his 
travels, Richard comes to realize that life is for living— 
not for being afraid all the time. 

In The Pagemaster game, you (just like Richard) 
may choose from chapters full of adventure, horror, 
monsters, mythology, buried treasure and fantasy. 
Playing the game is almost like watching the movie 
— you get cool 3-D animation, game play and 
‘ storytelling — but this time, you're the star! 

The Pagemaster is just the lastest in a long 
line of movies that have "gone PC" — others 
include American Tail, Die Hard and Jurassic Park. 


1994 Innovations Award 
Winning Software 

Software Showcase Award, International 
Consumer Electronics Show 


Call American Education 
Publishing toll free 



BRIGHTER CHILD " 

Software 

$14.99 suggested retail 

•Software for Windows™ 

• More than 30 different activities 

•6 titles in series (reading and math grades 1,2, 3) 

•Full-color, 40-page workbook included 



1-800-542-7833 


MUPPET 


c/^4W"MUPPETS’ 

BRIGHTER CHILD Software 


•Software for Windows™ 

• For ages 3-6 — 6 titles in series (Same & Different, 
Letters, Beginning Sounds, Thinking Skills, Sorting & 
Ordering, Sound Patterns) 

•Full-color, 32-page workbook included 
•It talks! No reading required 

• More than 20 different activities 

• Designed to teach 
early reading skills 


$19.99 suggested retail 
































































This Macintosh and Windows compatible CD-ROM features: 

• 3D illustrations and stereo soundtrack that captivates users of all ages. 

• Story controls help young readers build reading skills. 

• Interactive story activities to review vocabulary and check 
reading comprehension. , 

• Illustrated articles introducing Medieval history, daily life, 
and the crusades. 

• Fun activities like coloring galleries, folk dancing, and chess, make 
learning about the Middle Ages fun. 

-- 1 

! Please Send Me More Information on Annabel’s Dream 
! of Medieval England To: 

! Name_Age_ [ 

! Address ! 

J City _ _ State _ _ zip_ ; 

! Phone _ | 

! Please Check One i 

j 1 Have a Macintosh IBM Neither 

1 — with a CD-ROM drive_without a CD-ROM drive. ; 

i-1 


It happened on the eve of May the first, just at the 
stroke of midnight, which superstitious people think is 


In her latest adventure, Annabel the cat, finds herself in Medieval England with a lively marmalade 
tabby cat who introduces her to pilgrims, minstrels, monks, knights, and a very lucky mouse. 


















M any years ago, in a town just 
north of the southern-most 
part of the middle United 
States (you know — right smack be¬ 
tween East and West) lived the rough¬ 
est, toughest pack of cowboys ever to 
roam the plains. The most low-down, 
ruthless varmint among these other¬ 
wise "fine" folk was none other than 
Billy the Kidder. According to legend, 
old Billy never took a shot — at least not 
with a. gun. 

Billy was known as the quickest 
jokester in the land. He had a million 
tricks up his sleeve and was never at a 
loss for a good prank. His most famous 
stunt was his Rattleback Mind-Reading card 
trick — he would deal nine cards on a table, let 
some sucker pick one, then read the sucker's 


mind and tell what that card was. And he 
never failed to get it right. But he never 
worried about who he pulled his pranks on. 
One night, not long after the desert sun had fled 
behind the distant hills, he got Black Bart (who 
hated to be laughed at) with the Rattleback trick. 
Old Billy was never seen alive after that night. 
Rumor has it, old Billy the Kidder got so tickled at 
Black Bart's reaction, he laughed himself to death! 
Billy's remains were never found, but folks in 
many parts have seen "the Kidder's" ghost — 
usually around sunset — still pulling the 
Rattleback trick on unsuspecting 
people. If you want to try your hand at 
some good clean fun, and if you have 
a few friends you can fool, Billy has 
promised to help. Use the RATTLER program here to 
release Billy the Kidder's spirit in your computer. Then 
have a real gut-bustin' laugh, pardner! 
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RATTLER 


10 WIDTH 40: KEY OFF: COLOR 14, 4 S 
20 FOR I = 1 TO 9: CARDS(I) = 0: NEXT I B 
30 CLS : RANDOMIZE TIMER: ROUNDS = 0 B 
40 NUMBER = 1: X = 1: Y = 1: GOSUB 290 B 

50 NUMBER = 2: X = 16: Y = 1: GOSUB 290 B 

60 NUMBER = 3: X = 30: Y = 1: GOSUB 290 B 

70 NUMBER = 4: X = 1: Y - 9: GOSUB 290 B 

80 NUMBER = 5: X = 16: Y = 9: GOSUB 290 B I 

90 NUMBER = 6: X = 30: Y>= 9: GOSUB 290 B 

100 NUMBER = 7: X = 1: Y = 17: GOSUB 290 B 
110 NUMBER = 8: X = 16: Y = 17: GOSUB 29 
0 EE) 

120 NUMBER = 9: X = 30: Y = 17: GOSUB 29 

0 EE) 

130 LOCATE 24, 1 B 
140 PRINT “Pick a card: “; B 
150 AS = INKEYS: IF AS < “1” OR AS > “9” 
THEN 150 B 
160 LOCATE 24, 1 B 
170 PRINT “ B 

180 CARD = VAL(AS) B 
190 SHOWCARD = CARD B 
200 X = INT(RND * 10) B 
210 IF X = CARD AND ROUNDS = 0 THEN 200 B 
220 IF CARDS(X) = 1 THEN 200 B 


Friends, 

My five favorite games 
in Fun Pack are the 
finest fun-filled, 
fully-functional 
floppy in the free 
frontier. Forget 
those frequent frowns 
and phone Farnsworth 
for further facts. 
1 - 800 - 713-9038 
Fun Pack requires 
Windows™ 3.1 or 
better. Available at stores 
everywhere or direct from 
Elpin Systems now for only $45.95*. 


Elpin Systems 
578 Valley Way 


*Price does not include shipping and handling. 
VISA/MC accepted. Price in U.S. dollars. 

.... • A r„,r Dealer inquiries welcome. 

Milpitas, CA 95035 ... , H .. . . . 

r All product and brand names mentioned are 

Voice (408) 956-0720 trademarks or registered trademarks of their 


Fax (408) 956-0729 


respective holders. 















230 CARDS(X) = 1: ROUNDS = ROUNDS +1 B 

240 IF X = 0 THEN GOTO 200 B 

250 SELECTEDCARD = X: GOSUB 630: SHOWCAR 

D = INT(RND * 10) B 

260 IF ROUNDS = 10 THEN FOR I = 1 TO 9: 

CARDS(I) = 0: NEXT I: ROUNDS = 1 B 

270 GOTO 200 B 

280 ‘SUB DrawBoxes (Number AS INTEGER, X 
AS INTEGER, Y AS INTEGER) B 
290 TOPLEFT$ = CHR$(218) B 
300 TOPRIGHTS = CHR$(191) B 
310 BOTTOMLEFTS = CHR$(192) B 
320 BOTTOMRIGHT$ = CHR$(217) B 
330 TOPBOTTOMS = CHR$(196) B 
340 SIDES = CHRS(179) B 
350 LOCATE Y, X B 
360 PRINT TOPLEFTS; B 
370 FOR I = 1 TO 5 B 
380 PRINT TOPBOTTOMS; B 
390 NEXT I B 
400 PRINT TOPRIGHTS B 
410 FOR I = 1 TO 5 B 
X B 


420 LOCATE Y + I 
430 PRINT SIDES; “ “; 

440 NEXT I B 
450 LOCATE Y + 6, X B 
460 PRINT BOTTOMLEFTS; B 
470 FOR I = 1 TO 5 B 
480 PRINT TOPBOTTOMS; B 
490 NEXT I B 
500 PRINT BOTTOMRIGHTS B 


SIDES B 


510 LOCATE Y + 1, X 
520 PRINT USING 
530 LOCATE Y + 1, X 
540 PRINT USING 
550 LOCATE Y + 3, X 
560 PRINT USING 
570 LOCATE Y + 5, X 
580 PRINT USING 
590 LOCATE Y + 5, X 
600 PRINT USING 


+ l EE) 
NUMBER B 
+ 5 EE) 
NUMBER B 
+ 3 B 
NUMBER B 
+ l EE) 
NUMBER B 
+ 5 ll Enter l 
NUMBER B 


610 RETURN B 
620 ‘SUB SelectCard (SelectedCard AS INT 
EGER) B 

630 ON SELECTEDCARD GOTO 640, 650, 660, 
670, 680, 690, 700, 710, 720 B 
640 XI = 1: Y1 = 1: 

650 XI = 16: Y1 = 1: 

660 XI = 30: Y1 = 1: 

670 XI = 1: Y1 = 9: 

680 XI = 16: Y1 = 9: 

690 XI = 30: Y1 = 9: 

700 XI = 1: Y1 = 

710 XI = 16: Y1 

720 XI = 30: Y1 = 17: 


GOTO 730 B 
GOTO 730 B 
GOTO 730 B 
GOTO 730 B 
GOTO 730 B 
GOTO 730 B 
17: GOTO 730 B 
= 17: GOTO 730 B 
GOTO 730 B 


740 X2 
750 X2 
760 X2 
770 X2 
780 X2 
790 X2 
800 X2 
810 X2 
820 X2 


820 B 
GOTO 830 B 
1: GOTO 830 B 
GOTO 830 B 
3: GOTO 830 B 
3: GOTO 830 B 
3: GOTO 830 B 
5: GOTO 830 B 
5: GOTO 830 B 
5: GOTO 830 B 
XI + X2 B 
Y2, XI 


= 1 


830 LOCATE Y1 + Y2, 

840 CHAR = SCREEN(Y1 + Y2, XI + X2) B 
850 COLOR 15, 1 B 
860 PRINT “?”; B 
870 COLOR 14, 4 B 
880 LOCATE 24, 1 S 
890 PRINT “Is this the card? “; B 
900 AS = INKEYS B 

910 IF AS <> “Y” AND AS <> “y” AND AS <> 
“N” AND AS <> “n” THEN 900 B 
920 IF AS <> “Y” AND AS <> “y” THEN 950 B 
930 IF SELECTEDCARD = CARD THEN LOCATE 2 
4, 1: GOTO 980 B 
940 GOTO 1040 B 
950 LOCATE Y1 + Y2, XI + X2 B 
960 PRINT CHRS(CHAR); B 
970 RETURN B 

980 LOCATE 24, 1: PRINT “RIGHT! 

“ J |[Enter] 

990 FOR Y = 1 TO 2 B 

1000 FOR X = 1 TO 35: SOUND 440, .3: SOU 

ND 460, .3: NEXT X B 

1010 FOR X = 1 TO 35: SOUND 523, .3: SOU 

ND 570, .3: NEXT X B 

1020 NEXT Y B 

1030 RUN B 

1040 LOCATE 24, 1: PRINT “Sorry, the car 
d is”; CARD; EE) 

1050 FOR X = 37 TO 259: SOUND X, .5: NEX 
T X EE) 

1060 SOUND 260, 20 B 

1070 FOR X = 259 TO 190 STEP -1: SOUND X 
X B 

= 191 TO 259: SOUND X, .5: NE 


, .5: NEXT 
1080 FOR X 
XT X EE) 

1090 SOUND 260 
1100 FOR X 
, .5: NEXT X B 
1110 FOR X = 176 TO 259: 


35 EE) 

= 259 TO 175 STEP 


-1: SOUND X 


SOUND X, .5: NE 


XT X EE) 

1120 SOUND 260, 55 B 
1130 FOR X = 259 TO 37 STEP -1: SOUND X, 
.5: NEXT X B 
1140 RUN B 





ANSWERS: l.FIND 2.MILK 3.GLASS 4.SP00N 5.P0UR 6.AIM /SQUEEZE 8.STIR 
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CORNERS 


10 WIDTH 80: KEY OFF: COLOR 14,0: CLS Id 
20 C$=CHR$(1) id 

30 FOR X=1 TO 80: LOCATE 1,X: PRINT C$;: 

next m 

40 FOR Y=1 TO 23: LOCATE Y,80: PRINT C$; 

: NEXT id 

50 FOR X=79 TO 1 STEP -1: LOCATE 23,X: P 
RINT C$:: NEXT id 

60 FOR Y=23 TO 1 STEP -1: LOCATE Y,l: PR 
INT C$;: NEXT id 
70 XX—1: X-l: Y=2: COLOR 
80 FOR K=1 TO 1500: NEXT 


90 IF INKEY$=” “ THEN GOTO 110 ELSE X=X+ 
XX:Y=Y+YY id 

100 IF SCREEN!Y,X)=1 THEN GOTO 130 ELSE 

LOCATE Y,X: PRINT C$;: GOTO 80 id 

110 PLAY “A”: TT-TT+1: LOCATE 24,10: PRI 

NT “TOTAL TURNS: “;TT; id 

120 IF XXO0 THEN YY=XX: XX=0: GOTO 80 E 

LSE XX—YY*(-1): YY=0: GOTO 80 id 

130 LOCATE 23,1: END B 





















THIS IS WHERE LEARNING AND FUN 


GET TOGETHER AND PARTY DOWN. 




Dialing 1-800-542-4240 will not only get you a catalogue with a complete listing of our 
fun learning software, but you'll also receive a free $5 off coupon. In other words, 
you'll make your kid smarter and your wallet thicker with one painless phone call. 
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PC pa's 0 *® 
The PC ^ 


Hi! My name is Julie. I love to play 
sports. I also like to sing, dance, act and 
spend time with my friends. My favorite 
games ar eWolfenstein 3D and Jill of the Jungle. 
I would like a PC Pal — I'll answer anyone. 

Julie Grebenau 
46 Porter Road 
West Orange, NJ 07052 


Hi! My name is Jordana. I'm 9 years old, and I'm going 
into the fourth grade. I love to write and to play games on 
the computer. I would like a girl PC Pal my age or older. 

Jordana Anderson 
12747 Via Sombras 
Poway, CA 92064 

My name is Joshua. I am 11 years old and in the fifth 
grade. I like swimming, skating, karate, reading, TV and 
playing Nintendo. I collect comic cards and Spider Man 
comic books. I enjoy using the computer. I would like to 
have a PC Pal my age. 

Joshua Ckneo 
3786 Etna Drive 
Lithonia, 30058 

My name is Michelle. I am 12 years old and in the seventh 
grade. I like to play all sports, but my favorites are skiing, 
basketball, tennis and swimming. I go to music school 
every Saturday—I sing, and play the piano and the flute. 
I have many pen pals now, and I love to write and receive 
letters. I would like a PC Pal around my age. 

735 Schaefer AveWue 
Oradelly$W649 



My name is Tom, and I am 11 years old. I love music and 
sports, especially tennis, swimming and basketball (and 
sometimes baseball). I am trying to learn QBASIC, but I'm 
having a hard time. I would like a PC Pal my age. 


Ta^^Lang 
504 Edge^md Drive 
Thibodau3^^003Ol 


Hi! My name is Justin. I'm 11 years old and in the fifth grade. 
I like watching and playing sports, and collecting cards and 
comics. My all time favorite thing to do is listen to music. I 
like computers — I have a Compaq with a CD-ROM. I also 
like to play Sierra games. I would like a boy or girl PC Pal of 
any age. 

Justin Moomjian 
1 Oak Hill Drive 
Oyster Bay, NY 11771 

Hi! My name is Leslie. I am 8 years old and in the third 
grade. I like to play basketball and baseball. My favorite 
color is green. We have a home computer, and my 
favorite game is Word Munchers. I also like to draw, write 
stories, dance and rollerblade. My favorite TV show is 
"Mighty Morphin Power Rangers." I would like a boy or girl 
PC Pal of any age. 


282 Gilbi 
Elmwood Park, 
















Hi! My name is David, but my friends call me Dave. I am 
11 years old, and I play the drum. I have a computer of my 
own that I like to typePC Kids listings on. I collect rocks and 
minerals. I also like rollerblading and riding my bike. I 
would like a boy or girl PC Pal of any age. 

David Morris 
116 Locust Street 
Wrightsville , PA 17368 


Hello. My name is Andrea. I am 11 years old and going into 
the sixth grade. I enjoy playing basketball and tennis. I also 
like to read, and enjoy drawing and playing games with 
our computers. I use Children's Writing and Publishing 
Centre to do my school reports. I would like to have PC Pals 
my age. 

Andrea Snow 
38 McGrath Crescent 
Mount Pearl , NF 
Canada Atn4G7 



Hi! My name is Michelle. I'm 13 years old and in the 
seventh grade. My favorite sports are track events and 
basketball. I love to read, play with the computer and hang 
out with my friends. I would love to be PC Pals with a boy 
or girl within a few years of my age. I'll write back to 
everyone who writes to me. 

Michelle Gogetap 
12721 Atwood Avenue 
Omaha, NE 68144 


Hello. My name is Gabrielle. I am 8 years old. I like to swim, 
jump rope and draw pictures. I would like a girl PC Pal my 
age. 

Gabrielle d _ 

166-26 Powells Cove Blvd. 
Whitestone, ^ u357 


Hi! My name is Laura, and I'm going into the fourth grade. 
I have nine pets. My hobbies are drawing, writing and 
watching movies. I'd like to be PC Pals with a boy or girl of 
any age. 

Laura Van Leer 

jv 4993 Cross Court 

Pn u , Lilburn, GA 30247 
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A piece of paper is a flexible 
’ thing. Fold it one way, and it's an 
l airplane. Fold it another way, and 
’ it becomes a paper flower. Or 
! you can fold it until it becomes an 
l envelope — perfect for mailing 
= your letters and cards to friends 
> and family. 

ENVELOPE is a program that prints cutting and 
folding lines on a piece of printer paper, so you can make 
your own custom envelopes. ENVELOPE does some¬ 
thing else, too — it prints the "from" and "to" addresses 
on the envelope for you. It's pretty nifty! 

When you run the program and answer the "to" and 
"from" questions, ENVELOPE prints dotted lines on a 
piece of paper in your printer. With a pair of scissors, cut 
outside the dotted lines. Then fold along the dotted lines 
that go across, stuff your letter into the envelope and 
tape the flap down. (You may also want to tape the 
sides.) 

Presto! You have an envelope the U.S. Post Office will 
deliver — just don't forget the stamp! 





















ENVELOPE 



10 REM ENVELOPE B 

20 REM THIS PROGRAM PRINTS AN ADDRESSED 
ENVELOPE B 

30 KEY OFF: WIDTH 40: CLS B 
40 A$=STRING$(69,”.”): B$=STRING$(61,”.” 

) b 

50 PRINT “SENDER ADDRESS:”: LINE INPUT “ 
NAME? “;L1 $: LINE INPUT “STREET? “;L2$: 
LINE INPUT “CITY, ST ZIP? “;L3$ B 
60 PRINT: PRINT “RECEIVER ADDRESS:”: LIN 
E INPUT “NAME? “;L4$: LINE INPUT “STREET 
? “;L5$: LINE INPUT “CITY, ST ZIP? “;L6$ 
lM”l 

70 LPRINT: LPRINT: LPRINT TAB(10);B$ B 

80 FOR 1=1 TO 4: LPRINT TAB(10-I);”.”;TA 

B(70+1);”.”: NEXT I B 

90 LPRINT TAB(6);A$ B 

100 FOR 1=1 TO 2: LPRINT TAB(6);".";TAB( 

74);”.”: NEXT I B 

110 LPRINT TAB(6);”.”;TAB(9);LI $;TAB(74) 
TAB(9);L2$;TAB(74) 


120 LPRINT TAB(6) 

B 

130 LPRINT TAB(6) 

B 

140 FOR 1=1 TO 7:LPRINT IAB(6); 
4) 


TAB(9);L3$;TAB(74) 


’ ;TAB(7 


TAB(39);L4$;TAB(74 


TAB(39);L5$;TAB(74 


TAB(39);L6$;TAB(74 


.”:NEXT I B 
150 LPRINT TAB(6) 

); 

160 LPRINT TAB(6) 

);”. 

170 LPRINT TAB(6) 

) ; ”.” IB 

180 FOR 1=1 TO 6:LPRINT TAB(6);”.”;TAB(7 

4);”.”:NEXT I B 

190 LPRINT TAB(6);A$ B 

200 FOR 1=1 TO 20:LPRINT TAB(6);”.”;TAB( 

74);”.”:NEXT I B 

210 LPRINT TAB(6);A$ B 

220 LPRINT: LPRINT: LPRINT B 

230 KEY ON: WIDTH 80: CLS: END B 


































/ Space Alien 
/Takes Class in 
U.S. Geography! 


■-m 


Swamp Gas is a purple 

extraterrestrial who wants to discover America, and guess 
what — you're along for the ride! You'll visit a number of 
states, cities and landmarks in your journey. You'll also have 
to answer some geography trivia questions (just to make sure 
you've been paying attention). After the mission is complete, 
you'll accompany the alien to his mother ship, where you can 
try out the Alien Arcade's three quirky games (Stink Snakes, 
Nerdoids and Quasar Klutzs). Before Swamp Gas Visits the 
U.S.A., who knew geography could be this much fun? Inline 
Software , Inc ., 308 Main St ., Lakeville , CT06039-1204, (800) 453- 
7671 or (203) 435-4995; $59.95. 
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The beautiful artist arrested the 
criminal on the Me in the middle of 
the ocean. She caught him trying 




to steal her 


9 ‘ 


during a thunder¬ 


storm. He said he would never 
do it again. The End. 
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’;|g*kW tXsl llrnff Creepy-Crawlies Up Close 

^ and Personal 

\\JF® k jj gjjjf Here's a program that's sure to bug 

| *Q r ^jgg, '~SjpqM you —Bug Adventure. It's/w//of bugs. 

j j&Bfc * ' j!?3 Slimy ones. Flying, Sopping, 

' '•■-"*■ : M3 f jl! £' *J*'A stinging, poisonous and 

eensy-weensy ones. You'll ^ 
watch them in action with the program's full-motion video. 

You'll hear them buzz and chirp (if you have a sound card), 

You'll get to test your knowledge of insects, and you'll learn all 

sorts of neat facts — like this one: Did you know that for every \g.< dtf^S|s 

human there are at least 1 million insects? (Makes you itch all \ 

over, doesn't it?) Knowledge Adventure, Inc., 4502 Dyer St., La \ j\h 

Crescenta, CA 91214, (800) 542-4240; $69.95. X XM 







GRADES 



10 WIDTH 40: KEY OFF: COLOR 7,1: CLS S 
20 A=0: B=0: C=0: D=0 S 
30 COLOR 12,1 B 
40 INPUT “GRADE==> “;D$ B 
50 IF D$=”” THEN 30 B 
60 IF LEFTS(D$,1)=”E" OR LEFTS(D$,1)=”e” 
THEN GOTO 130 B 
70 C=VAL(D$) B 
80 A=A+1 : B=B+C B 
90 AVERAGE=B/A B 
100 COLOR 14,1 B 

110 PRINT, “ AVERAGE AVERAGE B 

120 GOTO 30 B 

130 COLOR 7,1: END B 
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INSIDE! 


gPickmg out f 
•Housebreaki 
•Crate trainin 


•Solutions to 
-M' m common pup 
* problems 

•Working own 


...and more! 


Featuring 
ANN M. CHILDERS 


HELP ME GROW 


^ INTO THE BES1 
PET I CAN BE ! 


Of course you love your pet. And, having 
taken it into your home, you've made an 
emotional and financial commitment to 
seeing that it grows up as healthily and 
happily as possible. With this interactive 
CD-ROM, you'll learn all the techniques 
that the experts use to make their pets the 
best that they can be! An easy-to-use, 
VCR-like interface guides you through each 
important stage of your pet's life. 


For Multimedia IBM PCs and all true compatibles. 
Made in USA. 

Villa Crespo Software, Inc. 

1725 McGovern Street 
Highland Park, IL. 60035. 

Available at Software Sellers Everywhere! 

For more information, call 1 -708-433-0500 
or fax 1-708-433-1485. 


Villa Crespo 
Software 

© 1994 Villa Crespo Software, Inc. 

Equipment mentions are 
Trademarks/Registrations of their 
respective companies. 
























A Message To PC Kids Parents 


Keyboard Etiquette 

Kids will be kids. Some rules we suggest you establish 
at the beginning are: 

Press the keyboard keys softly; don't hit them. 
Keep food and drink away from the computer. 

■gt No touching or drawing on the monitor. 

Clean up the computer area when you've finished. 


PC Kids provides an entertaining 
environment where your child can 
learn about computers. Each activity 
and computer program published in 
PC Kids is selected for its ability to 
teach, and the "play" content built 
into each feature is carefully designed 
to further enhance this educational 
process. 

As your child begins to usePC Kids 
and the computer, he or she will have 
many questions. We'll do our best to 
anticipate these questions and to pro¬ 
vide answers, but nothing beats an 
"on-site technical department"—your 
involvement will be necessary at times. 
How you respond will determine how 
quickly your child learns to work re¬ 
sponsibly and independently with the 
computer. 

Turning It On 

W ith the vast array of options avail¬ 
able on today's computers, we cannot 
be sure how your MS-DOS computer 
system is configured. To provide spe¬ 
cific instruction would require vol¬ 
umes and cause unnecessary confu¬ 
sion. Therefore, 


we assume your child already knows 
how to turn on the computer and suc¬ 
cessfully boot MS-DOS. If this is not 
the case, set aside some time to sit 
down with your child in front of the 
computer. Show how to insert the flop¬ 
py disk in the drive. Explain the job 
each peripheral performs. And re¬ 
member, kids don't need full-blown 
technical explanations—an overview 
will do. When they're ready for more 
information, they'll ask. 

A Special Storage Place 

Chances are, your child isn't the 
only person in your family who uses 
the computer. For file security and 
simplicity, it is best if beginning users 
work only with floppy disks for sav¬ 
ing the programs they enter from PC 
Kids — even though your comput¬ 
er system may include a hard 
drive. We will assume every 
reader has a special disk with 
which to boot MS-DOS and 
on which to save pro¬ 
grams. Create a disk for 
your child (ren) as fol¬ 
lows (refer to the MS- 
DOS manual for more 
information): 

Boot the system as 
you normally would. 
“S’ Format a blank 
floppy disk using the / S 
option. This tells the FOR¬ 
MAT command to make a 
bootable system disk. 


Copy the BASIC interpreter to 
the disk. If you have a version of DOS 
prior to Version 5.0, your system in¬ 
cludes either GW-BASIC or its twin, 
BASICA. Copy to the disk either 
GWBASIC . EXE, or BASICA.EX E and 
BASIC.COM. If you have GWBASIC.EXE, 
rename it to BASIC. EXE. If you have 
DOS 5.0, the BASIC interpreter is 
QBASIC. There are three files used by 
QBASIC: QBASIC. EXE, QBASIC .INI and 
QBASIC.HLP. Copy these to your child's 
floppy disk. (Note: If it is a 514-inch 
360K disk, omit QBASIC.HLP to save 
space.) 

Of course there are exceptions to 
floppy-only operation. For instance, 
you may want to install software for 
your child that requires a hard drive. 
And some kids may already have a 
working understanding of the MS- 
DOS directory structure. This is OK as 
long as you are comfortable with your 
child's ability to use the hard drive 
safely. Do note that the program arti¬ 
cles in PC Kids assume your child has 
booted the computer using his or her 
special disk and that the BASIC inter¬ 
preter is on that disk. 

Another exception worth noting is 
Windows. Our "Mousetales" feature 
provides activities within the 
Microsoft Windows environment, 
which requires a hard drive. If your 
system includes Windows, we encour¬ 
age you to work with your child until 
you are confident he or she has a good 
understanding of Windows' operation. 








Working With 
PC Kids Programs 


To enter a PC Kids program listing, 
put your special BASIC disk into the 
floppy disk drive and turn on the com¬ 
puter. (If you don't have a special 
BASIC disk yet, ask one of your par¬ 
ents to read these pages and make one 
for you.) You may be asked to type the 
date and time. If you need help with 
this, ask Mom or Dad to show you 
how. When the computer is ready, 
you should see A> at the left side of the 
screen. 

All PC Kids programs are written 
in BASIC, a special language your com¬ 
puter understands. Two kinds of BA¬ 
SIC are used for computers like yours, 
BASIC and QBASIC. (If you don't al¬ 
ready know, ask Mom or Dad which 
BASIC your computer has.) To start 
BASIC, type the word BASIC right after 
the A> on your screen and press 13. If 
you have QBASIC, you should instead 
type QBASIC and press 3. 

Using Regular BASIC 

When BASIC starts, you see some 
words at the top of the screen telling 
you that it is BASIC. Then you see the 
word OK, with a flashing line (called a 
cursor) on the next line. Don't worry 
about the words printed at the bottom 
of the screen. When you see the word 
OK, your computer is ready for you to 
type the program. 

Every PC Kids BASIC program uses 
line numbers. This means every line 
starts with a number. Start typing at 
the beginning of the listing with Line 
Number 10. Keep typing all the num- 



get to this symbol, press 

the key marked ENTER or RETURN 
on your keyboard. If you don't find 
3 when you get to the end of the first 
line in the listing, don't press the EN¬ 
TER key. Instead, type the numbers 
and letters that are on the next line. 
Press the ENTER key only where you 
see C3. 

When you finish typing all the list¬ 
ing's lines, save the program to your 
special BASIC disk — type 
SAVE" filename" and press3. But make 
sure you change the word fi 1 ename to 
the real name of the program, which is 
in big letters at the top of the listing. 
For example, to save the program with 
the name TICKETS, you type 
SAVE"TICKETS" and press3. To make 
the program run, type RUN and press 

3. 

To get out of BASIC, type SYSTEM 
and press 3. Then you can turn off 
the computer. To load a program 
you've already saved, type 
LOAD" fi 1 ename" (but change filename 
to the program's real name) and press 
3. Type RUN and press 3 to make it 
run. To see which programs are saved 
on your disk, type FILES and press3. 


When you start QBASIC, a screen 
appears with words along the top. In 
the middle of the screen is a message 
—just press3 to make it go away. To 
get ready to type a listing, press 3, 3 
and then 0. This erases any program 
that may already be in the computer's 
memory. Now type the lines of the 
listing, starting at Line 10, as we ex¬ 
plained above. Press the key marked 
ENTER only where you see 3 in the 
program. 

To save a program with QBASIC 
after you finish typing it, press 3, 3 
and GO. A box appears at the top of the 
screen. Type the program's name in 
this box and press3. Press3, 3 and 
GO to run the program you've typed. 

To get out of QBASIC, press 3, [El 
and 13. Now you can turn off the 
computer. 

To load a listing you have already 
saved, press 3, 3 and 3. The 
bottom-left part of the box that ap¬ 
pears tells you the names of the pro¬ 
grams you have already saved. To 
load one of these into the computer, 
type its name in the top-left part of the 
box where you see the flashing cursor 
and press 3. 
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Available in 
Windows ™ and Macintosh ® versions. 


experiments that keep the 
learning adventure going even 
after you shut down your 
computer. 

What’s the Secret? is a wonder¬ 
ful journey that answers more 
questions than 
even a kid 
can ask. 

Call 1-800- 
219-9022. 


magine the 
impossible 
made easy. 


What would it be like to be 
... a bee? Or be inside a beating 
heart? These are just two of the 
possi¬ 
bilities 
you’ll 
experi¬ 
ence in 
What’s 

Take a wild roller coaster ride ttie 
and find out what keeps you Secret? 

pinned to your seat. 
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iat keeps a roller 
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When a Train Passes By? 

& 



Watch the strange behavic 
single sound. 


■ of a 


Learn the special language 
of bees. 


the new interactive CD-ROM 
from 3M" Learning Software. 

Based on “Newton’s Applef” 
the public television family 
science show, What’s the Secret? 
turns your computer into a 
delightful experimental labo¬ 
ratory that lets you explore 
the interconnected worlds of 
science and nature. 

Choose your own pathways 
filled with anima¬ 
tion, video, sounds 
and text as you 
discover the secrets 
of the everyday 
mysteries that 
surround us. Plus 
get backyard 


Do bees talk ufeach other? 


, m 






“Newton's Apple®” is a registered trademark of Twin Cities Public Television. 
Macintosh® is a registered trademark of Apple Computer, Inc. Windows™ is a 
trademark of Microsoft Corporation. © 3M 1994 
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MATH 


Spelling is Cool. 
(It’s True!) 


Hey, kids! 

Spelling is cool with 
Yobi, the wizard. He is 
your funny guide 
through the jungle ■ 
of enticing spelling ■ 
mazes. Yobi will also ■ 
teach you special 
memory tricks to make 1 
you a spelling wizard! 


Check out Sierra’s 
entire line of highly 
acclaimed, award-winning 
educational software at 
your local software 
retailer or call (with your 
parent’s permission!) 
1-800-757-7707. 

Works on PC, Macintosh, 
disk or CD-ROM. 


Try the entire 
Talking Tutor™ series 
from Sierra with 
our Kid’s CD 
Sampler, just $3.99. 


3380 146th Place S.E., Suite 300, Bellevue,Washington 98007 1-800-757-7707 
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